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1
WIRELESS ENTERTAINMENT CENTER

CROSS REFERENCE AND RELATED
APPLICATIONS

This application is a continuation of and claims priority to
U.S. patent application Ser. No. 13/038,558 filed on Mar. 2,
2011, which is a continuation of and claims priority to U.S.
patent application Ser. No. 09/809,775 filed on Mar. 16, 2001,
now U.S. Pat. No. 7,950,037, issued May 24, 2011.

BACKGROUND OF THE INVENTION

Wireless telephones are becoming more and more popular
world-wide, providing telecommunications options in the
United States, in Europe, and in less-developed countries
around the world. In countries that have developed a commu-
nications infrastructure, cell phones are popular because they
are used more conveniently and more spontaneously than
traditional telephones connected by hard-wire landlines.
Even though long-distance communications have been
relayed by means other than landlines for many years, cell
phones may provide short, medium and long-distance com-
munication facilities without regard to any existing infra-
structure.

In countries lacking an extensive telecommunications
infrastructure, cell phones may be the only option, outside the
most heavily-populated cities. Thus, there has been a virtual
explosion in the use of cell phones in developing nations. Cell
phones provide much-needed communications facilities and
make lives easier and more convenient by making communi-
cations not only possible, but also convenient. It is possible
that developing countries, lacking infrastructure and having
very large land masses, may never build expensive infrastruc-
tures covering those vast areas. Since cell phones can provide
excellent, low-cost coverage, such countries may perma-
nently forego installing a telecommunications infrastructure.
Without such an infrastructure, telephone (copper) landlines
and cable (fiber optic) landlines may not be available to serve
customers. In these cases, there will be no infrastructure to
bring in all the other private or commercial services, whether
offered by private companies or through 30 governmental
agencies in some countries, offered through landlines. These
services include, but are not limited to, cable television. Inter-
net service, play-per-pay video or music, and the like. What is
needed is a way to bring news and entertainment to people not
served by a hardwired telecommunications infrastructure.
What is needed is a system to bring commercial news and
entertainment to persons whose communications facilities
may be limited to cell phones.

BRIEF SUMMARY OF THE INVENTION

One aspect of the invention is a system for delivering
entertainment over a wireless network, where a delivery sta-
tion provides entertainment or programming and a receiver
receives such programming in response to an order from a
person or a customer. The receiver may be a cellular tele-
phone or a receiver built into a television viewing set or other
device suitable for receiving and displaying the entertain-
ment. The person ordering entertainment may enter and trans-
mit the order via a cell phone to the company or agency
providing the entertainment, such as an entertainment com-
pany that provides programming over a wireless network.
The entertainment company then sends the entertainment or
programming to the customer via the wireless network to a
receiver suitable for displaying or for temporarily storing the
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entertainment or programming. Entertainment includes, but
is not limited to, motion pictures, television shows, video
games, educational, cultural or political events, sports pro-
gramming, news, financial news, weather, and music.

Another aspect of the invention is a method for providing
entertainment, in which a person desiring the entertainment
orders the entertainment, and preferably as a part of the infor-
mation sent to order the entertainment, identifies himself or
herself. The method includes automatic billing for the enter-
tainment to the person ordering the entertainment, and then
delivering the entertainment through a wireless network. in
order to contain costs and provide rapid, accurate billing to
customers, the process should be as automated as possible,
rarely requiring human intervention. The automated aspect of
the invention is important for high-volume, low-cost, rapid
processing of both billing and delivering.

BRIEF DESCRIPTION OF SEVERAL VIEWS OF
THE DRAWINGS

FIG. 1 is a pictorial representation of a system for deliver-
ing entertainment.

FIG. 2is arepresentation of a delivery station for delivering
entertainment.

FIG. 3 is a flow chart depicting a method for marketing and
delivering entertainment through a wireless delivery system.

FIG. 4 is a flow chart depicting a second method for mar-
keting and delivering entertainment through a wireless deliv-
ery system.

FIG. 5 is a flow chart depicting a third method for market-
ing and delivering entertainment through a wireless delivery
system.

FIG. 6 is a flow chart depicting a fourth method for mar-
keting and delivering entertainment through a wireless deliv-
ery system.

FIG. 7 is a block diagram representing a way to access
entertainment over a wireless network.

FIG. 8 is a block diagram representing another way to
access entertainment over a wireless network.

Providing means the process by which an enterprise makes
available an entertainment product or service to customers,
delivers the product or service to those customers, and
receives compensation in return. The enterprise may be a
private, commercial company, or may be a governmental
enterprise, or in some instances, may be a combination of the
two. For example, a governmental information agency may
contract for a privately owned or publicly-owned company to
provide the service and collect the revenue from such enter-
tainment. The invention is not limited to enterprises which are
commercial, rather than governmental or mixed enterprises,
but rather includes all enterprises providing entertainment
and receiving compensation in the manner described herein.

DETAILED DESCRIPTION OF THE INVENTION

FIG. 1 is a representation of a system 10 for delivering
entertainment through a wireless network, in which a cus-
tomer orders entertainment through a wireless medium, such
as a cellular telephone, and the enterprise delivers entertain-
ment through a wireless medium, such as a wireless network.
A customer orders entertainment through a wireless commu-
nication device 12, such as a cellular telephone. A wireless
network 14 relays the order to a delivery station 16. The
delivery station may include many functions that receive and
process the order, bill the customer for the entertainment, and
deliver the entertainment. Included in the station may be
interface device 18, such as a modem, one or more computer
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workstations 20, a mainframe or other suitable computer 22
and a database 24 of entertainment.

Entertainment need not be maintained only at the delivery
station, but may be available elsewhere for relaying or deliv-
ery to the station prior to, or simultaneous with, delivery to the
customer. After the delivery station order receives and pro-
cesses the order, the wireless network 14 relays the product to
a cell phone 12 or to a receiver 18 in real time for immediate
viewing or for storage at the receiver for time-delayed view-
ing.

FIG. 2 illustrates some of the possible components of the
wireless network used to relay the entertainment signal to the
customer receiver. Included are such items as a satellite dish
30 for sending and receiving signals to and from a satellite 32
held in orbit above the earth. In addition, a wireless network
may include a transmission tower 34 for sending signals to
customers and receiving signals from customers. Such towers
may receive signals from one or more radio or microwave
broadcast or transmission devices.

The wireless network relays information from a customer
concerning the order, the identification of the customer and
his or her account, and other information useful to either the
customer or the providers of the entertainment.

In one embodiment, a customer turns on a cell phone and
dials an Internet web site. The customer may have a unique
logon identification that identifies him or her to the web site.
The customer then selects entertainment or programming for
immediate or later viewing, and orders the entertainment or
program. The wireless network relays the order, and other
pertinent identifying information, to the delivery station. The
delivery station processes the order and may separate the
ordering information into portions that deal separately with
the entertainment order and with billing for the order.

In a preferred embodiment, the billing for the entertain-
ment is forwarded to a cell phone account for the customer,
and is added to the customers cell phone bill. The delivery
station processes the order and readies the entertainment pro-
gramming for relaying or transmission to the customer. The
programming is relayed, again through a wireless network, to
areceiver accessible by the customer, for viewing or listening
to the program.

In one embodiment, a viewer receives the entertainment in
a fashion that will not be amenable to permanent storage, but
rather for one-time viewing, that is, the delivery station deliv-
ers the entertainment or programming by streaming in real
time to the customer rather than downloading a copy of the
entertainment data. In another embodiment, the program-
ming is downloaded in its entirety, but with a limit on the
number of times and/or the period over which the entertain-
ment or programming may be viewed. The information
included in the customer’s order may include a time for
viewing, so that the streaming or downloading may be timed
to the convenience of the customer. In another embodiment,
the entertainment may be sent for temporary storage and later
viewing, allowing time for the information exchange.

The memory for storing the entertainment data may reside
in the customer’s cell phone or any other device suitable for
storing the data, and perhaps also suitable for appropriate
connection to a viewing device. For example, a memory
device may be installed in the customer’s cell phone or in a
memory unit, for example a hard drive, connected to a receiv-
ing device, such as a television. The delivery station then
delivers the programming selection to the cell phone or the
remote memory device, and the cell phone or other remote
memory device then connects to an audio, video, or both
audio and video display device. The entertainment or pro-
gramming may be downloaded rather than streamed with a
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specific time for initiating the data transfer or for defining a
period after which the utility of the programming ends, such
as a specific time several hours in the future (for instance,
1100 p.m. local time) or after a time lapse (for instance, four
hours after downloading the data).

FIG. 3 is a flowchart for one method 40 of practicing the
invention. A customer orders programming or entertainment
42 over a wireless network, preferably by making a telephone
call through a cell phone. The telephone call includes all
necessary information for the delivery station to identify the
person ordering the entertainment 44. The information also
includes identification sufficient to automatically bill 46 the
person ordering the information. For example, a particular
cell phone and its telemetry may identify the caller with
sufficient particularity so that the caller may be billed for the
telephone call. The delivery station may also use that same
information to identify the caller and thus identify who is
ordering the entertainment and who is responsible for the bill.

In other embodiments, the caller identification may be a
default for billing for the entertainment order, subject to
change by the caller if the entertainment is to be billed to
another. This provision may not be preferred, since it adds
complexity and the possibility of error or fraud when the
caller makes additional entries to identify another party as the
party responsible for the bill. Lastly, the delivery station
delivers the entertainment to a selected customer and/or
device 48. The caller identification may have an associated
default entry for the delivery of the entertainment, that is, the
person or device to receive the entertainment. A caller may
also have the option of specifying receiver other than the
caller who is billed for the entertainment. Again, this option of
a different receiver for the entertainment adds complexity and
the possibility of error when making additional entries, and
may not be the most preferred method.

The information needed for ordering, identifying, billing
and delivering the entertainment may be obtained from a cell
phone-identifying signal that is sent when the cell phone
begins a telephone call. Alternatively, the caller may enter a
unique code or password that identifies this information.
Other methods of identifying the billing and receiving parties
may also be used, so long as the delivery station can obtain
this information with sufficient particularity to deliver and
bill for entertainment. A person to whom the entertainment is
to be delivered may thus be a person designated for receiving
the entertainment. This person may be the same or may be a
different person from the person designated for receiving the
bill. There must also be a way for the caller to identify the
product or service desired. This may be a code punched into
the cell phone when the caller first makes the call to the
delivery station, or may be a menu-driven system, in which
the caller identifies the desired entertainment by a series of
responses or entries.

Wireless communications devices other than cellular tele-
phones may also practice the method. Personal digital assis-
tants, or other wireless communication devices with audio
and/or video components may be used to communicate enter-
tainment desires to a delivery station or service. For these
devices, information exchange may occur via one or more
menu-driven screens, in which the menus appear with a visual
content rather than an audio context, or may also be both
video and audio. In any case, the same exchange of informa-
tion is necessary to complete the transaction, that is, identi-
fying the customer, ordering the entertainment, billing the
customer, perhaps via a cell phone number or an account
number, and delivering the entertainment to the customer.

In one embodiment, a caller may use a wireless personal
digital assistant to access the Internet or the Worldwide Web.
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The caller may then enter a website URL for the entertain-
ment or delivery company, and order entertainment via a
series of entries in response to web-enabled queries, the
entries relayed over a wireless network to the entertainment
or delivery company. The delivery company can easily iden-
tify the customer via the information entries, or by the use of
stored information such as “cookies,” and can identify the
programming desired as well. Delivery then occurs as
described above.

FIG. 4 depicts another method 50. A user or customer may
select a desired program or entertainment offline 52, before
accessing a delivery company. At some point thereafter, the
customer accesses the delivery company and the desired pro-
gram or entertainment is ordered 54 automatically. The cus-
tomer identifying information 56, as described above, may be
gathered automatically, as from signals from the operation of
a wireless communication device, or may be discrete or pre-
programmed entries from the wireless communication
device. In order to quickly and efficiently process the order,
the information should enable the delivery station to auto-
matically bill for the service 57, and then deliver the order 58
to a preselected receiver.

As mentioned above, there are alternate ways to practice
the invention, in which the person ordering is not the person
responsible for the bill, and the person ordering may not be
the person to whom the delivery station sends the program-
ming. In the preferred embodiment, however, the person
ordering is responsible for the bill and receives the order.

FIG. 5 depicts yet another way 60 to practice the method. In
this method, a person orders a program or entertainment 61,
identifies himself or herself 62, and the delivery station or
company automatically bills the person 63. In this method,
the entertainment is delivered through a wireless network 64,
but may not be delivered directly to the customer, but rather
through some intermediary. This intermediary may be a
memory device, such as a memory on a wireless communi-
cations medium or device. In this method, the delivery station
may deliver the service or product with restrictions, for
instance, the entertainment or programming may be viewed
only once or a limited number of times. In one way of prac-
ticing the invention, a program is sent to a memory device on
the cell phone and the cell phone is then connected to a
viewer, such as a television set in the customer’s home, for
viewing. In another way of practicing the invention, a
memory device on the viewer’s television set receives the
programming for later viewing.

FIG. 6 depicts yet another way 71 of practicing the inven-
tion, wherein a central station receives the programming
ordered by the customer, activates a local station to send the
programming 72 to the customer when the customer desires
the programming. For example, the program could be down-
loaded from the central station to the local station, which
would then download or stream it to the customer 73 at the
appropriate time.

This invention uses wireless communications devices,
including cell phones, which in some countries use frequen-
cies from about 900 MHz to about 1900 MHz. Other coun-
tries may use other frequencies, both lower, such as frequen-
cies normally used for television, 50-800 MHz, or higher,
having frequencies above 2 GHz. The requirement is simply
that the signal and bandwidth used are sufficient to contain the
information required to convey the programming or enter-
tainment. Thus, digital conversion of the signal may be
accomplished and sent to the customer via a convenient fre-
quency, rather than analog signals. The entertainment enter-
prise or delivery station may also use other techniques well
known in communications arts, including encryption and
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decryption, video and audio signal compression, and code-
division multiple access (COMA).

FIGS. 7 and 8 depict specific ways of accessing entertain-
ment over a wireless network. In FIG. 7, a user has ordered
entertainment and the entertainment is being delivered over a
wireless network 14 to a wireless communication device 12,
such as a cell phone, a personal digital assistant, or a pen-
driven hand-held communications computer. The wireless
device interfaces with a receiver 78 or other device capable of
receiving and recording associated communication signals.
The receiver is capable of utilizing the signals for viewing on
a television 80 or a projector 82 used with a screen 84, either
the television or the projector being used to view the enter-
tainment or programming ordered.

In another embodiment depicted in FIG. 8, a special pur-
pose cell phone 86 has received the program signals from the
wireless network (not shown) and is transmitting received
signals to an entertainment center 88 in a streaming format
and/or to a memory device 90 for recording and later one-
time-only playback. The memory device may work with a
buffer memory 92 and the entertainment center to utilize the
signals for routing to one or more speakers 94 if the enter-
tainment ordered includes an audio portion, such as a motion
picture or a musical selection. The entertainment may have a
video portion, such as a television program or a computer-
type game, which may be viewed on a television or CRT
screen 96. Not shown are other well-known devices useful in
utilizing such programming or entertainment, such as a
mouse or joy-stick useful in playing video games.

It will be recognized that there are many ways to practice
the invention. For instance, the sequence of operations used in
ordering entertainment could have more steps. Examples
would be credit verification or an accounts receivable check
on the person or account ordering entertainment, before the
step of delivering entertainment.

The invention may be practiced by more than one com-
pany; for instance, a cell phone company may contract with
an entertainment company or any other media company to
provide entertainment. A cell phone company may also con-
tract with more than one content provider to provide enter-
tainment to customers. The prime contractor need not be a cell
phone company, but could be an entertainment company
working with communications media to provide entertain-
ment.

Accordingly, it is the intention of the applicant to protect all
variations and modifications within the valid scope of the
present invention. It is intended that the invention be defined
by the following claims, including all equivalents.

What is claimed is:
1. A method for delivering entertainment content, the
method comprising:
receiving an order for entertainment content from a wire-
less communication device over a wireless network,
wherein the received order includes an identifier associ-
ated with the wireless device and wherein the identifier
is a cellular phone identifying signal;
processing the order using the identifier;
retrieving the entertainment content from a database; and
delivering the entertainment content to the wireless com-
munication device over the wireless network.
2. The method of claim 1, wherein the wireless network
comprises the internet.
3. The method of claim 1, wherein the wireless communi-
cation device is a mobile telephone.
4. The method of claim 1, wherein the identifier is sufficient
to identify an account for receiving a bill; and
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wherein said processing comprises generating a billing

record corresponding to the identified account.

5. The method of claim 4, wherein said processing further
comprises sending the generated billing record to a party
associated with the identified account.

6. The method of claim 4, wherein the account comprises a
default account.

7. The method of claim 1, wherein the information com-
prises a cookie retrieved from the wireless communication
device.

8. An apparatus for delivering entertainment content, the
apparatus comprising:

an interface device that receives an order for entertainment

content from a wireless communication device over a
wireless network, wherein the received order includes
an identifier associated with the wireless device and
wherein the identifier is a cellular phone identifying
signal;

a computer configured to:

process the order using the identifier;

retrieve the entertainment content from a database; and

deliver the entertainment content to the wireless com-
munication device over the wireless network.

9. The apparatus of claim 8, wherein the apparatus com-
prises a delivery station.

10. The apparatus of claim 8, further comprising;

a database for storing the entertainment content;

wherein said computer is further configured to retrieve the

entertainment content from said database.

11. The apparatus of claim 8, wherein said computer is
further configured to:

generate a billing record corresponding to an account asso-

ciated with the identifier; and send the generated billing
record to a location associated with the identifier.

12. A method for providing entertainment content for a
wireless communication device, the method comprising:

sending a request for entertainment content from the wire-

less communication device over a wireless network,
wherein the request includes an identifier associated
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with the wireless device, wherein the identifier is a cel-
Iular phone identifying signal and wherein the identifier
is sufficient to allow a user associated with the wireless
device to be billed for the entertainment content;

receiving the entertainment content over the wireless net-
work by the wireless communication device; and

storing the received entertainment content in a memory of
the wireless communication device.

13. The method of claim 12 further comprising:

playing the stored entertainment content on a display of the
wireless communication device.

14. The method of claim 12, further comprising:

playing the stored entertainment content on a device con-
nected to the wireless communication device.

15. An apparatus for providing entertainment content, the

apparatus comprising:

a wireless communication device configured to send a
request for entertainment content from the wireless
communication device over a wireless network, wherein
the request includes an identifier associated with the
wireless device, wherein the identifier is a cellular phone
identifying signal and wherein the identifier is sufficient
to allow a user associated with the wireless device to be
billed for the entertainment content;

a receiver in the wireless communication device config-
ured to receive the entertainment content over the wire-
less network;

a memory in the wireless communication device config-
ured to at least temporarily store the received entertain-
ment content.

16. The apparatus of claim 15, further comprising:

a display for displaying the stored entertainment content.

17. The apparatus of claim 15, further comprising:

a controller configured to play a video game using the
received entertainment content.
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